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(54) ON THE SCENE BROADCASTING DEVICE FOR GAMES 

(57)Abstract: 

PURPOSE: To allow not only the player but watching people 
to enjoy themselves with a game. 

CONSTITUTION: A on the scene game broadcasting device 
50 performs automatically the real time broadcast following 
the game evolution of a game system. The device 50 
comprises a voice data memory part 56 in which the 
specified voice data for play-by-play broadcast is previously 
stored in pursuit after a plurality of game evolution patterns, 
a pattern judging part 52 which judges the game evolution 
pattern of the game system and emits a read command for 
the voice data corresponding to the given pattern, and a 
voice synthesizing part 54 which reads the voice data from 
the memory means on the basis of the read command and 
synthesizes voice signals, and thereby a on the scene 
broadcast following the game evolution is emitted 
acoustically. 
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* NOTICES * 



JPO and NCI PI are not responsible for any 
damages caused by the use of this translation. 

LThis document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3.1n the drawings, any words are not translated. 



CLAIMS 



[Claim(s)] 

[Claim 1] Are game play-by-play-broadcasting equipment which performs automatically play-by-play 
broadcasting corresponding to game expansion of a game system, and it corresponds to two or more 
game expansion patterns beforehand. A voice data storage means by which the predetermined voice 
data for play-by-play broadcasting was memorized, and a pattern distinction means to distinguish the 
game expansion pattern of a game system and to output the read-out command of the voice data 
corresponding to a game expansion pattern, Game play-by-play-broadcasting equipment 
characterized by carrying out the voice output of the play-by-play broadcasting corresponding to 
game expansion including a speech synthesis means to read the voice data for play-by-play 
broadcasting from said voice data storage means, and to compound a sound signal, based on said 
read-out command. 

[Claim 2] In the multi-player game system which performs a multi-player game with two or more 
game machines A voice data storage means by which the predetermined voice data for play-by-play 
broadcasting was beforehand memorized corresponding to two or more game expansion patterns, A 
pattern distinction means to distinguish the game expansion pattern of said multi-player game, and to 
output the read-out command of the voice data corresponding to a game expansion pattern, Game 
play-by-play-broadcasting equipment characterized by performing automatically play-by-play 
broadcasting corresponding to game expansion including a speech synthesis means to read the voice 
data for play-by-play broadcasting from said voice data storage means, and to compound a sound 
signal, based on said read-out command. 

[Claim 3] In either of claims 1 and 2, said voice data for play-by-play broadcasting corresponding to 
any one game expansion pattern at least Two or more selection mold junction data of different 
contents of junction are included. Said pattern distinction means While outputting the read-out 
command of the voice data for play-by-play broadcasting corresponding to a game expansion pattern 
It is formed so that the selection read-out command of said selection mold junction data may be 
outputted. Said speech synthesis means Game play-by-play-broadcasting equipment characterized 
by outputting the sound signal for play-by-play broadcasting of a multi-story which reads the voice 
data for play-by-play broadcasting from said voice data storage means, and broadcasts play by play 
by the story from which the same game expansion pattern also differs based on said read-out 
command. 

[Claim 4] In either of claims 1-3 said voice data for play-by-play broadcasting The story voice data 
which constitutes the story corresponding to a game expansion pattern, and has a data area for 
substitution voice in a part, It is constituted so that two or more substitutable substitution voice data 
which constitutes the voice data of said data area for substitution voice may be included. Said voice 
data storage means The storage area which memorizes story voice data, and the storage area which 
memorizes substitution voice data are included. Said pattern distinction means While outputting the 
read-out command which reads the story voice data corresponding to a game expansion pattern as 
said voice data for play-by-play broadcasting It is formed so that the read-out command which 
chooses and reads predetermined data from two or more substitution voice data may be outputted. 
Said speech synthesis means Based on said read-out command, story voice data and substitution 
voice data are read from said voice data storage means as voice data for play-by-play broadcasting. 
Game play-by-play-broadcasting equipment characterized by inserting substitution voice data in the 
data area for substitution voice of story voice data, and compounding a sound signal. 



[Claim 5] In claim 4 subordinate to claim 2 said two or more substitution voice data Two or more 
voice data for player discernment set up corresponding to the player and/or the player control unit is 
included. Said story voice data It is formed so that said voice data for player discernment may be 
inserted in said all all [ a part or ] for substitution voice. Said pattern distinction means Game play- 
by-play-broadcasting equipment characterized by reading so that the voice output of the voice data 
for player discernment of a predetermined player may be inserted in and carried out to the story 
voice data corresponding to the game expansion pattern between each player, and outputting a 
command. 

[Claim 6] A junction image composition means to compound the game screen for play-by-play 
broadcasting of said multi-player game in either of claims 3-5 subordinate to claim 2 and clgim 2, A 
display means to display said game screen for play-by-play broadcasting is included. Said junction 
image composition means Game play-by-play-broadcasting equipment characterized by displaying 
the game screen for play-by-play broadcasting which it was formed so that the game screen for 
play-by-play broadcasting to compound might be changed according to a game expansion pattern, 
and was set by said display means at play-by-play broadcasting. 
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DETAILED DESCRIPTION 



[Detailed Description of the Invention] 
[0001] 

[Industrial Application] This invention relates to the game play-by-play-broadcasting equipment 

which broadcasts expansion of a game play by play. 

[0002] 

[Description of the Prior Art] The game machine which performs a drive game etc., for example is 
known looking at the game screen displayed on the display conventionally. Since two or more players 
can vie in ranking or the transit time mutually in the same game space, especially the multi-player 
game system constituted by connecting these game machines of each other in communication link 
Rhine has won popularity even for the upper person broadly from the beginner. 
[0003] If game production, such as play-by-play broadcasting of a game, is performed when 
performing such a drive game, the interest of a game can heighten the draw of increase and a game 
machine further. When a multi-player game system performs a drive game etc. especially, by 
performing the same play-by-play broadcasting as an actual ball race, not only a player but the 
gallery which does not participate in a game can enjoy a game, and can get a higher customer effect 
[0004] However, there was no game play-by-play-broadcasting equipment which performs 
automatically play-by-play broadcasting corresponding to game expansion in a game system 
conventionally. 

[0005] Moreover, in the circuit ball-race mold game which runs a predetermined circuit course while 
a player shows up in the racing car for games and actually operates, play-by-play broadcasting of an 
official in charge might be announced. 

[0006] However, such play-by-play broadcasting was large with [ by the official in charge / 
qualitative ] the rose, and play-by-play broadcasting by the unfamiliar official in charge had the 
problem of reducing game production and reducing the draw of a game on the contrary. 
[0007] Moreover, although placing an official in charge under exclusive contract is also considered in 
order to always broadcast fixed quality play by play, there are problems, such as a labor cost, etc. 
and it is not realistic. 

[0008] This invention is made in view of such a technical problem, and the purpose performs 
narration corresponding to game expansion automatically, and is to offer the game play-by-play- 
broadcasting equipment with which not only a player but a spectator can enjoy a game. 
[0009] 

[Means for Solving the Problem and its Function] In order to attain said purpose, invention of claim 1 
Are game play-by-play-broadcasting equipment which performs automatically play-by-play 
broadcasting corresponding to game expansion of a game system, and it corresponds to two or more 
game expansion patterns beforehand. A voice data storage means by which the predetermined voice 
data for play-by-play broadcasting was memorized, and a pattern distinction means to distinguish the 
game expansion pattern of a game system and to output the read-out command of the voice data 
corresponding to a game expansion pattern, Based on said read-out command, the voice data for 
play-by-play broadcasting is read from said voice data storage means, and it is characterized by 
carrying out the voice output of the play-by-play broadcasting corresponding to game expansion 
including a speech synthesis means to compound a sound signal. 

[0010] According to invention of claim 1, the voice data for game play-by-play broadcasting 
corresponding to two or more game expansion patterns is beforehand memorized for the voice data 



storage means. 

[0011] And when a pattern distinction means distinguishes the game expansion pattern of a game 
system, a speech synthesis means will read the play-by-play-broadcasting voice data corresponding 
to a game expansion pattern from a voice data storage means, and it will carry out the voice output 
of the play-by-play broadcasting corresponding to game expansion. 

[0012] Thus, to compensate for expansion of a game situation, play-by-play broadcasting is carried 
out to real time. For this reason, the ambient atmosphere of the game itself can be enlivened, the 
agitation and presence which a player tastes can be raised, and further, not only a player but a 
spectator (gallery) can enjoy a game, and becomes possible [ heightening the draw of the game 
machine itself ]. 

[0013] Especially, in this invention, since the game expansion situation which became only a player 
from ** until now also gets across to a surrounding gallery, not only a player but a gallery can enjoy 
the game itself, and it becomes possible [ heightening the draw of a game machine also from this 
field ]. Furthermore, according to this invention, since the voice output of the play-by-play 
broadcasting corresponding to game expansion is carried out automatically, an official in charge under 
exclusive contract becomes unnecessary, and play-by-play broadcasting of fixed quality of him is 
moreover always attained. 

[0014] Moreover, invention of claim 2 is set to the multi-player game system which performs a multi- 
player game with two or more game machines. A voice data storage means by which the 
predetermined voice data for play-by-play broadcasting was beforehand memorized corresponding to 
two or more game expansion patterns, A pattern distinction means to distinguish the game expansion 
pattern of said multi-player game, and to output the read-out command of the voice data 
corresponding to a game expansion pattern. Based on said read-out command, the voice data for 
play-by-play broadcasting is read from said voice data storage means, and it is characterized by 
performing automatically play-by-play broadcasting corresponding to game expansion including a 
speech synthesis means to compound a sound signal. 

[0015] Thus, according to invention of claim 2, while two or more players which perform a multi- 
player game emulate each other mutually in other players and common game space in addition to the 
operation effectiveness of claim 1, signs that a game is performed are broadcast play by play. 
[0016] Therefore, a game becomes what became white-hot more, and each player can enjoy a game, 
tasting a bigger agitation and presence. 

[0017] In addition, a surrounding spectator can enjoy signs that two or more players emulate each 
other, hearing play-by-play broadcasting. 

[0018] Invention of claim 3 moreover, said voice data for play-by-play broadcasting corresponding to 
any one game expansion pattern at least in either of claims 1 and 2 Two or more selection mold 
junction data of different contents of junction are included. Said pattern distinction means While 
outputting the read-out command of the voice data for play-by-play broadcasting corresponding to a 
game expansion pattern It is formed so that the selection read-out command of said selection mold 
junction data may be outputted. Said speech synthesis means It is characterized by outputting the 
sound signal for play-by-play broadcasting of a multi-story which reads the voice data for play-by- 
play broadcasting from said voice data storage means, and broadcasts play by play by the story from 
which the same game expansion pattern also differs based on said read-out command. 
[0019] Thus, according to invention of claim 3, play-by-play broadcasting of play-by-play- 
broadcasting **** and a multi-story also of the same game expansion pattern is attained by different 
story, and even if it carries out by repeating a game what times, a player can enjoy play-by-play 
broadcasting of contents different each time, and it raises the fun of the game itself also from this 
field, and it is effective [ a player ] in the ability to offer the game machine with which it does not get 
bored for a long period of time. In addition, there are a surrounding spectator and effectiveness that 
it can be enjoyed even if it does not actually play since play-by-play broadcasting of various 
expressions can be heard. 

[0020] As for said pattern distinction means, in here, it is desirable to form from said selection mold 
junction data, so that the read-out command which reads the data of the contents of junction of 
arbitration at random may be outputted. 

[0021] If it does in this way, since here where the data of an expression of arbitration are chosen at 
random will be made from the junction data of two or more expressions corresponding to the same 



game expansion pattern, it becomes play-by-play broadcasting which was rich in change which 
announcer actually performs, and it can be enjoyed, without getting bored any number of times. 
[0022] Invention of claim 4 is set to either of claims 1-3. Moreover, said voice data for play-by-play 
broadcasting The story voice data which constitutes the story corresponding to a game expansion 
pattern, and has a data area for substitution voice in a part, It is constituted so that two or more 
substitutable substitution voice data which constitutes the voice data of said data area for 
substitution voice may be included. Said voice data storage means The storage area which 
memorizes story voice data, and the storage area which memorizes substitution voice data are 
included. Said pattern distinction means While outputting the read-out command which reads the 
story voice data corresponding to a game expansion pattern as said voice data for play-by-play 
broadcasting It is formed so that the read-out command which chooses and reads predetermined 
data from two or more substitution voice data may be outputted. Said speech synthesis means Based 
on said read-out command, story voice data and substitution voice data are read from said voice 
data storage means as voice data for play-by-play broadcasting, substitution voice data is inserted in 
the data area for substitution voice of story voice data, and it is characterized by compounding a 
sound signal. 

[0023] Play-by-play broadcasting which expressed in detail the game expansion information that it 
changed intricately can be realized easily, without increasing the amount of data, since it substitutes 
by the data which prepare a variable part in the story voice data corresponding to a game expansion 
pattern, and change to it according to a game expansion situation according to claim 4. Therefore, a 
player and a gallery can know detailed game expansion information, and can enjoy a game more. 
[0024] In claim 4 by which invention of claim 5 is subordinate to claim 2 moreover, said two or more 
substitution voice data Two or more voice data for player discernment set up corresponding to the 
player and/or the player control unit is included. Said story voice data It is formed so that said voice 
data for player discernment may be inserted in said all all [ a part or ] for substitution voice. Said 
pattern distinction means It is characterized by reading so that the voice output of the voice data for 
player discernment of a predetermined player may be inserted in and carried out to the story voice 
data corresponding to the game expansion pattern between each player, and outputting a command. 
[0025] According to invention of claim 5 Since said two or more substitution voice data can be used 
as the voice data set up corresponding to the character name or player control unit set up 
corresponding to the player name or the player and can be woven into play-by-play broadcasting, a 
player nearby excitement can be carried out and a game can be enjoyed. Moreover, when the 
acquaintance of a player reaches a gallery and it carries out, it can be aided and enjoyed, hearing 
play-by-play broadcasting. 

[0026] In either of claims 3-5 by which invention of claim 6 is subordinate to claim 2 and claim 2 A 
junction image composition means to compound the game screen for play-by-play broadcasting of 
said multi-player game, and a display means to display said game screen for play-by-play 
broadcasting are included. Said junction image composition means It is formed so that the game 
screen for play-by-play broadcasting to compound may be changed according to a game expansion 
pattern, and it is characterized by displaying the game screen for play-by-play broadcasting set by 
said display means at play-by-play broadcasting. 

[0027] According to invention of claim 6, the junction image composition means of game play-by- 
play-broadcasting equipment distinguishes a game expansion pattern, changes corresponding to this, 
and can provide a gallery with the image which was united with voice. Therefore, as for a gallery, not 
only voice but the image which changes to real time can enjoy the expansion information on a game. 
Since the situation currently especially broadcast by play-by-play broadcasting is displayed as an 
image by which it is full of a feeling of tension like play-by-play broadcasting of television 
broadcasting, a gallery can also be excited and a high customer effect can be obtained. 
[0028] 

[Example] Next, the suitable example of this invention is explained to a detail based on a drawing. 
[0029] One example of the multi-player mold game system by which this invention was applied is 
shown in drawing 1 . As for the game system of an example, game machine 10-a and 10-b — which 
plurality became independent of through data transmission Rhine are connected mutually, and vying 
in ranking in the game space as the racing car which other players control, and the computer car 
which a computer controls where the player racing car which a player controls is the same, each 



game machine 10-a and 1 0— b — are formed so that a game may be performed. 
[0030] Here, independent game machine 10-a, 10— b, and — mean being formed so that each game 
machine 10-a, 10-b, and — can perform a single handicap player game independently, respectively. 
Of course, a multi-player game can also be performed in the same game space among other players 
through data transmission Rhine. 

[0031] Each game machine 10 is formed like the drivers seat of an actual racing car. And a player 
sits down on a sheet 16, looking at the false three-dimension image (game screen) projected on the 
display 14, it operates the handle prepared in the control unit 12, an accelerator, a shift lever, a 
brake, etc., operates a fictitious racing car, and performs a game. 

[0032] At this time, the pattern of this ball race is broadcast play by play to a surrounding gallery by 
game play-by-play-broadcasting equipment 20. That is, the voice output of the play-by-play _ 
broadcasting is carried out by the loudspeaker 62, and the play-by-play-broadcasting screen 
corresponding to this play-by-play broadcasting is displayed on a display 22. Thereby, not only a 
player but a gallery can enjoy a game. The circuitry of said game system is shown in drawing 2 . Each 
game machine 10-a, 10-b — , and game play-by-play-broadcasting equipment 20 are connected in the 
shape of a loop formation through communication link Rhine 30. 

[0033] If data are received, each game machine 10 will update the data of a self-opportunity, and will 
transmit data to the following game machine. Each game machine 10-a and 10-b — perform various 
kinds of game operations based on the input signal from a control unit 12, and the predetermined 
game program beforehand determined as the data of other game machines inputted through 
communication link Rhine 30. And the game screen where **** composition of the 3D~Graphics was 
carried out for technique is displayed on a display 14. That is, each game machine 10 performs a 
game operation so that the racing car which a player controls may move the racing course 420 set up 
as shown in drawing 1919 in predetermined three-dimension game space. A game operation is 
performed so that it may naturally move on this racing course 420 also in the player racing car of 
other game machines transmitted through communication link Rhine 30. And perspective-projection 
conversion of this three-dimension game space is carried out in the plane of projection of 
predetermined view system of coordinates, and a game screen is formed, and it is formed so that this 
may be displayed on a display 14. 

[0034] Therefore, each game machine 10~a, 10-b — A player can perform a game, vying other 
players, ranking, etc. in the racing course 420 top. Each game machine 10-a, 10-b which are 
transmitted to drawing 9 towards other game machines through communication link Rhine 30 — The 
format of the game machine data 100 is shown. Each game machine data 100 is constituted including 
the data of which game machine, the ID data 110 which expresses, the load position data 120 showing 
in which location the game functional player racing car concerned is, and the condition data 130 
showing the condition of a player racing car. It is constituted so that said load position data 120 may 
express using the width-of-face data with which a player racing car expresses which neighborhood of 
the width of road it is as the distance data which met the course from the start in that of which 
neighborhood **** on the racing course 420. Said condition data 130 are constituted as data showing 
conditions, such as spin of a player racing car, and crash, course out And according to renewal of a 
game screen, fundamentally, those contents will be updated every [ 1/] 60 seconds, and this game 
machine data 100 will be transmitted towards other game machines. 

[0035] And each game machine 10 calculates the ball-race data shown in drawing 10 for every game 
machine based on the game machine data 100 of other game machines received through 
communication link Rhine 30. For example, it can ask for the ranking of other game machines, the 
distance between two cars, and the number of the circumference from the load position data 1 20. 
Furthermore, it can ask for the speed of other player racing cars by comparing the load position data 
120 of the game machine data 100 received last time and the game machine data 100 received this 
time. 

[0036] The principle Fig. of the image composition technique of this example is shown in drawing 1 8 . 
[0037] The information about the three-dimension object 510 which appears in the three-dimension 
game space 500 and this three-dimension game space 500 is memorized beforehand in game machine 
10-a of an example, 10-b — , and the junction image composition circuit 80 mentioned later. The 
image information about said three-dimension object 510 is expressed as a geometric model which 
consists of two or more polygons 512-1,512-2,512-3 and and is beforehand memorized in memory. 



[0038] If a driving game is taken for an example, the three-dimension object 510 is a racing car which 
appears in the three-dimension game space 500, and various kinds of three-dimension objects which, 
in addition to this, express the background of the racing course 420, a building 430, tunnel 432, a 
crest 434, a cliff 436, a wall 438, etc. as shown in drawing 19 are arranged in the three-dimension 
game space 500. 

[0039] Said racing course 420 has two or more corner sections 422, up and down or a bank is 
prepared by the location, and the grade separation is also prepared. 

[0040] Perspective-projection conversion is carried out on the perspective-projection side 520 of 
view system of coordinates centering on the view 610 of a virtual player, and these three-dimension 
objects are displayed on a display 14 and 22 as a false three-dimension image 522. For example, if 
the view location of a virtual player is set as the location of the eyes of the driver of a racing car who 
moves in the inside of the three-dimension space 500 according to actuation of a player, on a display 
14 and 22, the sight seen from the driver of the racing car will be displayed. And if a player 600 
makes it a front [ control unit / 12 ] and looks at a display 14 from a view 610, he can sit on the 
driver 1 s seat of a racing car, and an image which is located in the three-dimension space 500 can be 
seen. 

[0041] When a player 600 operates the handle of a control unit 12 etc. and rotation of the racing car 
on which he is virtually, advancing side by side, etc. are operated, the location of the view 610 over 
the three-dimension space 500 will change, and the three-dimension space 500 will rotate and 
advance side by side. For this reason, game operation part calculates rotation of the three-dimension 
object 510 which constitutes the three-dimension game space 500 based on this actuation signal and 
a game program and which is a racing car, or other three-dimension objects, advancing side by side, 
etc. on real time. And as described above, perspective-projection conversion is carried out on the 
perspective-projection side 520, and these three-dimensions object is displayed on a display 14 as a 
false three-dimension image 522 which changes on real time. 

[0042] Therefore, a player 600 can carry out the virtual simulation of the condition of having 
participated the inside of the circuit course 420 set up in the three-dimension game space 500 in the 
ball race, operating a racing car, by operating a control unit 12 and controlling a racing car. 
[0043] When the technique of computer graphics is used, said three-dimension object 510 is creating 
the geometric model using independent body system of coordinates. That is, each polygon which 
constitutes the three-dimension object 510 is arranged on these body system of coordinates, and 
that geometric model is specified. 

[0044] Furthermore, the three-dimension game space 500 is constituted using a world coordinate 
(XW, YW, and ZW), and the three-dimension object 510 expressed using body system of coordinates 
is arranged in a world coordinate according to the movement model. 

[0045] And by making the location of a view 610 into a zero, data are changed into the view system 
of coordinates which took the direction of a look in the forward direction of the Z-axis, and 
perspective-projection conversion of each coordinate is carried out to the screen coordinate system 
which is plane of projection 520. Thus, the image within the visual field of the three-dimension game 
space 500 which is visible from a view 610 can be displayed on a display 14 and 22. 
[0046] Especially, in this example, it is formed so that the location of a view 610 can be changed into 
arbitration into the three-dimension game space 500 which consists of world coordinates. 
[0047] For example, in drawing 18 , the image of the three-dimension game space 500 seen from 
player racing-car back as shown in drawing 20 (A) can be displayed by setting up a view location 
behind a three-dimension object, as shown in 610-A. Moreover, a game screen which looks down at 
the racing car under transit from the sky as shown in drawing 20 (B) can be displayed by setting up a 
view location above the three-dimension object 510, as shown in 610-B. In an example, each game 
machine 10 has set the back of a player racing car as 610-A for the view location. Moreover, based 
on the command from the junction electronic speech circuit 50, the junction image composition 
circuit 80 mentioned later is formed so that the view location 610 may be changed at any time. 
[0048] And if the multi-player game by two or more players is started, the racing car which each 
player operates will start the multi-player game system of an example from the starting point 440. 
And it will run, vying in other player racing cars which entered the multi-player game in the racing 
course 420 top, ranking, time amount, etc. 



[0049] The description of this example broadcasts play by play the situation of the racing game of 
the multi-player performed by doing in this way to a surrounding gallery on real time using the game 
play-by-play-broadcasting equipment 20 formed apart from each game machine 10-a.and 1 0— b — , 
and is to have enlivened the ambient atmosphere of a game. 

[0050] As shown in drawing 2 , said game play-by-play-broadcasting equipment 20 is constituted 
including the data separation circuit 40, the junction electronic speech circuit 50, amplifier 60, a 
loudspeaker 62, the junction image composition circuit 80, and a display 22. 

[0051] Said data separation circuit 40 separates data required for junction image composition from 
the data transmitted in the communication link Rhine 30 top, and outputs them towards the junction 
image composition circuit 80 while it separates the data for game expansion distinction and outputs 
them towards an electronic speech circuit 50 out of the data transmitted in the communication link 
Rhine 30 top. 

[0052] Based on the data inputted from the data separation circuit 40, the junction electronic speech 
circuit 50 distinguishes game expansion, and it is constituted so that the play-by-play-broadcasting 
sound signal corresponding to game expansion may be outputted from a loudspeaker 62 through 
amplifier 60. In addition, the junction electronic speech circuit 50 of an example turns and outputs the 
junction image composition command corresponding to game expansion to the junction image 
composition circuit 80. 

[0053] Said junction image composition circuit 80 calculates the same three-dimension game space 
as said each game machine 10-a and 10-b — based on the game machine data 100 and the 
predetermined game program of each game machine inputted from the data separation circuit 40. And 
it is based on the command inputted from the junction electronic speech circuit 50, and the view 
location 610 in game space is set up, and it is formed so that the scene of the game space seen from 
said view location 610 on the display 22 may be displayed as a game play-by-play-broadcasting 
image. 

[0054] Therefore, as shown in drawing 1 , the gallery which is present in the perimeter of game play- 
by-play-broadcasting equipment 20 can hear play-by-play broadcasting corresponding to game 
expansion from a loudspeaker 62, and can see the game screen for play-by-play broadcasting 
moreover displayed on the display 22 according to play-by-play broadcasting. For this reason, a 
gallery becomes possible [ being able to enjoy the voice and the image for play-by-play broadcasting 
on real time, heightening the effectiveness of the whole game system customer gathering, and raising 
the operating ratio of a game machine ]. 

[0055] The concrete configuration of said junction electronic speech circuit 50 is shown in drawing 
3 . 

[0056] The junction electronic speech circuit 50 of an example is constituted including the pattern 
distinction section 52, the speech synthesis section 54, the voice data storage section 56, and the 
junction change-over section 70. 

[0057] Beforehand, corresponding to two or more game expansion patterns, the predetermined voice 
data for play-by-play broadcasting writes in said voice data storage section 56, and it is memorized. 
Said voice data is the voice of the announcer of pro FESHONARU who performs the television actual 
condition, such as a Formula 1 race, and it is desirable to constitute as voice data which moreover 
had the same rhythm and intonation as actual play-by-play broadcasting. 

[0058] Moreover, in this example, the voice data for play-by-play broadcasting memorized in said 
voice data storage section 56 is constituted so that the voice data of the story which constitutes the 
story corresponding to a game expansion pattern, and has a data area for substitution voice in a part, 
and two or more substitutable substitution voice data which constitutes the voice data of said data 
area for substitution voice may be included. 

[0059] And in order to memorize such voice data, the voice data storage section 56 of an example is 
constituted including the main data storage section 57 which memorizes two or more story voice 
data corresponding to a game expansion pattern, and the substitution data storage section 58 which 
memorizes said substitution voice data. 

[0060] The example of the story voice data 700 memorized in the main data storage section 57 is 
shown in drawing 6 , drawing 8 , drawing 12 - drawing 1 7 . It is square among drawing and the area 
[ surrounding ] 800 is a data area for substitution voice. 

[0061] As shown in drawing 8 , a part of this story voice data 700 is constituted so that two or more 



selection mold junction data 71 OA of different contents of junction and 71 OB — may be included. And 
the selection output of the one data is carried out at random from two or more of these junction data 
71 OA and 71 OB— . 

[0062] Therefore, the same game expansion also becomes that from which the contents of the play- 
by-play broadcasting differed each time, and play-by-play broadcasting by which weariness does not 
come for a player and a gallery can be performed. 

[0063] Said pattern distinction section 52 calculates the ball-race data shown in drawing 10 for every 
player racing car based on the data inputted from the data separation circuit 40, and it is constituted 
so that a game expansion pattern may be distinguished. And the pattern distinction section 52 turns 
and outputs the game expansion pattern corresponding to the distinguished game expansion pattern 
distinguished while reading and turning and outputting a command to the speech synthesis section 54 
to the junction change-over section 70. 

[0064] An example of the fundamental game expansion pattern which the pattern distinction section 
52 distinguishes is shown to drawing 4 by the flow chart 

[0065] First, a game system is controlled by the entry mode of two or more game machine 10 — 
shown in drawing 2 in which the entry of fixed time amount and other game machines 10 will be 
received if coin is thrown in for any being. The pattern distinction section 52 judges that the game 
system became this entry mode based on the inputted data. And the read-out command of the voice 
data for play-by-play broadcasting for entry modes is outputted according to the flow chart shown in 
drawing 5 R> 5 (step 300). 

[0066] Moreover, after entry mode is completed, a game system starts the count-down actuation for 
a start of a player racing car next. The pattern distinction section 52 distinguishes the mode before 
this start, and outputs the voice data read-out command for front [ start ] play-by-play broadcasting 
according to the flow shown in drawing 7 (step 400). 

[0067] Moreover, a game system is controlled by the game mode in which a game is actually 
performed after the count-down actuation for a start is completed next. The pattern distinction 
section 52 judges that the game system became this game mode based on the inputted data. And 
according to the flow chart shown in drawing 1 1 , a fundamental game expansion pattern is judged 
and the voice data read-out command of play-by-play broadcasting of each routine shown in drawing 
12 - drawing 17 based on the decision result is outputted (step 500). 

[0068] Thus, the pattern distinction section 52 distinguishes game expansion of a game system, and 
outputs the read-out command of the voice data corresponding to game expansion to the speech 
synthesis section 54. In addition, as mentioned above, in the story voice data 700, the voice data area 
800 for substitution is contained in the part. In such a case, the pattern distinction section 52 turns 
and outputs the substitution voice data read-out command corresponding to this voice area 800 for 
substitution to the speech synthesis section 54. 

[0069] Furthermore, when said story voice data 700 contains two or more selection mold junction 
data 71 OA and 71 0B — , it is constituted so that the selection command to selection mold junction 
data may be outputted. Especially, in this example, the selection command to such selection mold 
junction data is performed at random each time, or it is set up so that the same data may be 
continued and it may not choose twice, and play-by-play broadcasting with a variation is performed. 
[0070] And based on the voice read-out command inputted by doing in this way, said speech 
synthesis section 54 reads the story voice data 700 and substitution voice data from the main data 
storage section 57 and the substitution data storage section 58 as voice data for play-by-play 
broadcasting, inserts substitution voice data in the data area 800 for substitution voice data of the 
story voice data 700, and compounds a sound signal. And it is constituted so that the compound 
sound signal may be outputted from a loudspeaker 62 through amplifier 60. 

[0071] the texture which could perform the expression of many in the number of data restricted by 
considering as the configuration which inserts substitution voice data in the substitution voice data 
area 800 of keynote voice data as especially mentioned above, and was doubled with the situation — 
warm play-by-play broadcasting is attained. Thus, play-by-play broadcasting generated is play-by- 
play broadcasting based on the data of a real time vehicle, it stagnates as real announcer is carrying 
out goes on talking that there is nothing, and enables exciting play-by-play broadcasting to which it 
doubles with a situation and a tone is changed. 

[0072] In addition, such voice data has also memorized the tone of the voice cried with the condition 



of a game in one voice, a quiet tone, the excited tone, etc. are used properly, it is come, since it is, a 
game rises and a player also carries out a gallery nearby excitement. When capacity is insufficient, 
you may make it use together with CD, although it has such voice data by ROM fundamentally [ all ] 
and reproduces by PCM. for example, words with the often used language long to PCM, such as using 
CD regenerative apparatus, when there are long words etc., or putting PCM voice and carrying out 
time amount earnings at the time of access, and the seldom used language — CD — ** — you may 
use properly. 

[0073] In addition, as for said some of substitution voice data, in this example, it is desirable to set up 
as voice data for player discernment set up corresponding to a player or each game machine. For 
example, what is necessary is just to set up an identifier of a player, an identifier of a racing car 
beforehand set up for every game machine, an identifier of a driver, etc. which were registered before 
game initiation as this voice data for substitution. By doing in this way, the identifier of the racing car 
which the identifier of a player or a player controls will be used for play-by-play broadcasting, and a 
player becomes possible [ performing a more nearly exciting game ]. 

[0074] Moreover, said junction change-over section 70 is based on the game expansion pattern which 
the pattern distinction section 52 distinguishes, sets up the location of the view 610 in game space 
suitably, and outputs a view change-over command towards the junction image composition circuit 
80. For example, in broadcasting play by play two sets of the racing cars which run a head, it outputs 
a view change-over command so that two sets of the racing cars may project on a game screen, for 
example, so that a view may be set up over the racing car which runs a head. 

[0075] Moreover, in, broadcasting play by play the vehicle from which accident is started for example, 
it sets the location of a view 610 as the road side of a point which has caused accident so that the 
game screen of the racing car concerned may be displayed. 

[0076] Thus, in this example, the inside of a game can change the view location 610 suitably 
according to a game expansion pattern, and can perform play-by-play broadcasting using both voice 
and an image. 

[0077] Next, game play-by-play-broadcasting actuation of the system of this example is explained to 
a detail focusing on actuation of the junction electronic speech circuit 50. 

[0078] Three fundamental play-by-play-broadcasting modes of this example are shown to drawing 4 
that it mentioned above. First, if a player throws in coin for any of two or more game machines 10 
being, a game system will serve as entry receptionist mode. At this time, the junction electronic 
speech circuit 50 of an example performs play-by-play broadcasting for an entry (step 300). 
[0079] And termination of this entry mode sets a game system as the start mode in which count 
actuation for a start is performed to two or more sets of the player racing cars which entered. At 
this time, the junction electronic speech circuit 50 of an example performs play-by-play-broadcasting 
actuation before a start (step 400). 

[0080] And if start mode is completed and each player racing car starts, a game system will be set as 
game mode. At this time, the junction electronic speech circuit 50 continues ball-race play-by-play- 
broadcasting actuation, and performs it until a game is completed. (Step 500) 
An example of a concrete entry play-by-play-broadcasting output using the data memorized by 
drawing 6 at the voice data storage section 56 in the flow which shows the procedure in which the 
junction electronic speech circuit 50 performs entry play-by-play broadcasting to drawing 5 is shown. 
After the first player feeds coin into a game machine, when other players feed coin into other game 
machines in fixed time amount, a multi-player game can be enjoyed with two or more players. In this 
fixed time amount, entry play-by-play broadcasting broadcasts play by play signs that each player 
enters one after another. 

[0081] First, if the first player throws in coin (step 310), it becomes the timer start (step 320) of this 
game machine 10, and repeating installation 20 will receive this timer signal, and will start entry play- 
by-play broadcasting (step 330). 

[0082] The example of the story voice data memorized by the main data storage section 57 of the 
voice data storage section 56 as 700-330,700-350 is shown in drawing 6 (B). For example, including 
data 710-330A of different contents table ****** of junction, 710-330B, and 710-330C— , the story 
voice data 700-330 is read at random in said step 330, and as shown in drawing 6 (A), it is outputted. 
[0083] Thus, since one is chosen and it is outputted at random also in the same scene out of the 
data by which two or more preparation was carried out, it starts by "what kind of expansion this ball 



race really shows" at a certain time, and starts by "racers enter one after another" at the time of 
others. Therefore, unlike the conventional monotonous play-by-play broadcasting, a player can enjoy 
a play any number of times, without getting bored. 

[0084] Next, introduction of the player which entered the 1st is performed (step 340,350). Namely, 
the story voice data 700-2 with which the pattern distinction section 52 was memorized by the main 
data storage section 57, The command which reads the voice data for player discernment of the first 
player memorized in the substitution data storage section 58 "a racer shell" is outputted. By this the 
speech synthesis section 54 These data are read from the storage sections 57 and 58, said voice 
data for discernment is inserted in the substitution area 800 of the story voice data 700-2, and this 
is outputted as a sound signal for entry member introduction (step 350). 

[0085] If an injection of new coin is detected next (step 340), entry member introduction play-by- 
play broadcasting (step 350) will be performed similarly. 

[0086] Thus, by play-by-play broadcasting for an entry of this example, whenever a player newly 
enters, introduction of a new entry member will be performed at step 350 using the voice data for 
player discernment 

[0087] Therefore, since the pleasure of a player heard that the identifier which was excited more and 
the gallery also knows well is broadcast will increase if its vehicle name is announced, its customer 
effect is also large. Furthermore, since this play-by-play broadcasting is constituted so that it may 
be carried out in the voice of the pro who had heard it, rising more is expected. 
[0088] It is in this voice data for player discernment with identifier or vehicle name of the racer 
known well, and if a player may enable it to choose a favorite identifier and does in this way, the 
ambient atmosphere of a game can also be enlivened further. 

[0089] And since registration of an entry will be completed if fixed time amount progress is carried 
out and the deadline of is passed (step 360) after a timer starts (step 320) (step 370), play-by-play 
broadcasting for an entry will also be ended. 

[0090] After entry play-by-play broadcasting finishes, on-the-spot play-by-play broadcasting before 
a start (step 400) is performed next An example of the concrete play-by-play-broadcasting output 
before a start which used the flow which shows the procedure in which the junction electronic 
speech circuit 50 performs on-the-spot play-by-play broadcasting before a start to drawing 7 R> 7 
with the data memorized by drawing 8 at the voice data storage section 56 is shown. 
[0091] Story voice data 700-410,700-420 memorized in the main data storage section 57 in order to 
perform play-by-play broadcasting before a start in drawing 8 (B) — The example is shown. This 
story voice data is two or more partial junction data 700-410,700-420. — It is outputted in order. In 
here, the data of 700-410,700-440,700-460 are formed as junction data of a cover half fixed [ the 
contents' ]. Moreover, the data of 700-420,700-430,700-450 are formed from different contents of 
junction as selection mold junction data with which one of the arbitration is chosen. 
[0092] Moreover, said data 700-410 are constituted so that the data area 800 for substitution voice 
may be included in the part, and the voice data for substitution showing the identifier of a racing 
course is inserted in here. This voice data for substitution is memorized in the substitution data 
storage section 58. 

[0093] If play-by-play broadcasting before a start is started as shown in drawing 7 , selection course 
introduction play-by-play broadcasting (step 410) will be performed first At this time, the data 700- 
410 with which the main data storage section 57 is read, and the voice data for substitution 
"Suzuka" which the player read from the substitution data storage section 58 specified are 
compounded, and play-by-play broadcasting "today is Suzuka Circuit of familiarity" is performed. 
Some things by which said course name was known well are prepared, and a player can specify a 
course in advance of a play. 

[0094] Thus, termination of selection course introduction play-by-play broadcasting performs each 
play-by-play broadcasting of degree step 420,430,440,450. 

[0095] At step 420,430,450, it will be read from the selection mold junction data 700-420,700- 
430,700-450 memorized in the main data storage section 57 at random [ arbitration / one ], and as 
shown in drawing 8 (A), a voice output will be carried out Therefore, even if it repeats a game how 
many times, play-by-play broadcasting before this start becomes that from which the contents 
differed each time, and a player does not get bored with it. 

[0096] And from a game machine 10, if a start signal is inputted, the junction data 700-460 will be 



read from the main data storage section 57, and as shown in drawing 8 (A), the voice output of the 
play-by-play broadcasting for a start will be carried out (step 460). And play-by-play broadcasting 
before a start is ended. 

[0097] Termination of play-by-play broadcasting before a start performs ball-race play-by-play 
broadcasting (step 500) next 

[0098] The data separation circuit 40 picks out data ( drawing 9 ) required for speech synthesis from 
the ball-race data of each player sent every 1/60 second, and sends them to the pattern distinction 
section 52. In the pattern distinction section 52, it asks for ball-race data as shown in drawing 10 
from the sent data ( drawing 9 ), and the read-out command of the voice data corresponding to the 
expansion pattern of a ball race is outputted. 

[0099] Play-by-play broadcasting of a ball race looks at ball-race data fundamentally, if it approaches 
while [ fixed ] there is distance of players, description of the part will be begun, and if it comes out of 
[ a certain ] fixed, the description will be finished there. Moreover, according to ball-race expansion 
situations, such as spin of other vehicles, and course out, exact priority attachment has been carried 
out and other descriptions may start in the midst of description. In such a case, it is made to talk in 
the excited tone, and it is set up so that a place may be heaped up. 

[0100] Drawing 1 1 is a flow which shows the procedure of determining what kind of ball-race on-the- 
spot play-by-play broadcasting the pattern distinction section 52 performs. According to the 
situation, as for play-by-play broadcasting, priority is decided beforehand. Therefore, when the 
situation of a ball race changes during play-by-play broadcasting, the present play-by-play 
broadcasting may be interrupted depending on the priority of the situation, and it may move to new 
play-by-play broadcasting. Thrilling and exciting play-by-play broadcasting which corresponded to 
change of a situation sharply by this is attained. 

[0101] Moreover, if an especially changeless ball race continues for a longtime, it goes into 
production mode, and play-by-play broadcasting which enlivens an ambient atmosphere is put in, and 
a work with which it is not made to get bored has been carried out 

[0102] The pattern distinction section 52 of an example judges in order whether the ball-race data 
shown in drawing 10 are the ball-race expansion pattern shown in steps 520, 530, 540, 550, and 560 
of drawing 1 1 , and performs the routine corresponding to a judgment result, i.e., a ball-race 
announcement routine, a corner routine, a gall routine, an accident routine, or a production routine. 
At this time, after finishing processing of a gall routine, it returns to Maine and becomes ball-race 
termination. When carrying out with the other routine, after finishing processing of each routine, when 
not judging ball-race termination at return and step 570 to Maine, with new balhrace data, the 
above-mentioned processing is repeated and is performed. 

[0103] That is, the pattern distinction section 52 calculates the ball-race data shown in drawing 10 of 
each player racing car based on the data inputted from the data separation circuit 40 (step 510). 
[0104] And based on this ball-race data, the data of two sets of the nearest player racing cars of the 
distance between two cars are computed, and pattern distinction of whether the distance between 
two cars is approaching less than 20m is performed (step 520). If judged yes here, a game will be 
broadcast play by play according to the ball-race announcement routine shown in drawing 12 and 
drawing 13 . 

[0105] Moreover, if judged no at step 520, the player racing car which runs the top next will judge 
whether it puts in which corner (step 530). If judged yes here, the game according to the corner 
routine shown in drawing 1414 will be broadcast play by play. 

[0106] It judges whether when judged no, the player racing car which runs the top next put with step 
530 in the last corner before gall (step 540). If judged yes here, game play-by-play broadcasting will 
be performed according to the gall routine shown in drawing 1515 . 

[0107] Moreover, at step 540, if judged no, it will judge whether the player racing car from which the 
accident is started next is (step 550). If judged yes here, game play-by-play broadcasting will be 
performed according to the accident routine shown in drawing 16 . 

[0108] If the condition that nothing next happens judges whether it continued for a while (step 560) 
and is judged yes at said step 550 here when judged no, game play-by-play broadcasting will be 
performed according to the production routine shown in drawing 17 . 

[0109] At step 560, if judged no, when a judgment whether degree ball race was completed is made 
(step 570) and it is judged yes here, game play-by-play-broadcasting actuation is ended, and when 



judged no, based on return and new ball-race data, said processing of step 510-S570 will be repeated 
to said step 510, and will be performed to it In addition, when priority, such as the top's goaHn, has 
the high game expansion calculated with new ball-race data also in the middle of play-by-play 
broadcasting currently outputted by said processing, it is constituted so that it may be carried out by 
the play-by-play-broadcasting processing there interrupting. 

[01 10] The procedure of processing of a ball-race announcement routine and the example of play- 
by-play broadcasting are shown in drawing 12 and drawing 13 . By this ball-race announcement 
routine, the ball-race expansion about two sets of the nearest player racing cars of the distance 
between two cars judged at said step 520 is further judged concretely by the order of steps 521a, 
522a, 523a, 524a, and 525a. 

[01 1 1] And these five steps 521a and 522a — It is based on the decision result of 525a, and they are 
steps 521b and 522b. — It performs any of five play-by-play-broadcasting actuation of 525b they 
are, and returns to the routine of Maine shown in drawing 1 1 . 

[01 12] It sets in the example and they are said steps 521b and 522b. — In the voice data storage 
section 56, story voice data 700-521,700-522 — shown at drawing 12 and drawing 13 is memorized 
for play-by-play broadcasting of 525b. And for example, it is constituted including two or more 
selectable data 71 0-521 A and 71 0-521 B, and the story voice data 700-521 is 71 0-521 A and 710- 
521 B. — Inside, the substitution area 800 square [ among drawing ] and surrounded is included. This 
substitution area 800 is voice data substituted by a player, a ball-race situation, production, etc. 
[0113] Thus, each voice play-by-play-broadcasting actuation steps 521b and 522b — Out of two or 
more data selectable in 525b, any one is chosen at random, and it becomes an expression which is 
different at every game in order to substitute and carry out the voice output of the square and 
surrounded substitution area to the voice data according to a situation, and is natural, and play-by- 
play broadcasting with a variation can be performed. 

[0114] Especially, in this example, since five game expansion patterns are set up in a ball-race 
announcement routine and it is carrying out easy [ of two or more expression patterns ] about each, 
it becomes possible to broadcast play by play in detail the game situation of two sets of the player 
racing cars which carry out dead heat with a different expression. 

[01 1 5] The procedure of processing of said corner routine and the example of play-by-play 
broadcasting are shown in drawing 14 . 

[0116] At step 530 shown in said drawing 1 1 , if judged yes, play-by-play-broadcasting actuation of a 
corner routine shown in drawing 14 will be performed (step 530b). Voice data 710-530A here 
memorized by the voice data storage section 56, 710-530B — Any one is chosen from inside. And 
play-by-play broadcasting in the corner of the player racing car which runs the top to the 
substitution area 800 of the selected story voice data by inserting in and carrying out the voice 
output of the voice data of the arbitration determined by a player, a ball-race situation, and 
production is performed. Thus, by the corner routine, since he is trying to substitute the voice data 
according to a situation for the substitution part 800 which two or more kinds of expression patterns 
are prepared, and it is square among drawing, and is shown, play-by-play broadcasting by the corner 
routine becomes a thing different each time, and is natural, and play-by-play broadcasting with a 
variation can be performed. 

[0117] The procedure of processing of said gall routine and the example of play-by-play broadcasting 
are shown in drawing 1 5 . If judged yes at said step 540, it will judge whether by this gall routine, the 
player racing car of the 2nd place is in the distance of less than 40m with the top (step 541a). When 
judged yes, play-by-play-broadcasting actuation for gall is performed in the order of steps 541b and 
543b, and when judged no, play-by-play broadcasting for gall is performed in the order of steps 542b 
and 543b, and it operates so that play-by-play broadcasting may be ended after that 
[01 18] The procedure of processing of said accident routine and the example of play-by-play 
broadcasting are shown in drawing 16 . When judged yes at said step 550, three kinds of accident 
circumstantial judgment of steps 551a, 552a, and 553a is performed by this accident routine, and 
play-by-play-broadcasting actuation according to the corresponding accident situation is performed 
(steps 551b, 552b, and 553b). 

[0119] Moreover, the procedure of processing of said production routine and the example of play-by- 
play broadcasting are shown in drawing 17 . 

[0120] If judged yes at said step 560, play-by-play-broadcasting actuation shown in step 561b of this 



production routine will be performed. Two or more junction voice data 710-561 A which expresses 
here contents other than diplomacy of a ball race memorized in the voice data storage section 56, 
710-561 B — One voice data is chosen at random from inside, and a voice output is carried out from 
it. 

[0121] Thus, in the voice play-by-play-broadcasting actuation of each routine shown in drawing 15 - 
16, since he is trying to substitute the contents of the substitution area 800 of the voice data which 
chose at random [ arbitration / one ] and was moreover chosen from two or more junction data 
according to a situation, a different expression at every game is natural, and play-by-play 
broadcasting which was rich in the variation can be performed. 

[0122] Moreover, whenever the pattern distinction section 52 of an example distinguishes each game 
expansion pattern shown in drawing 1 1 R> 1 - drawing 17 , the junction change section 70 turns and 
outputs the view change-over command corresponding to the game expansion pattern concerned to 
the junction image composition circuit 80. When the view location 610 in game space is set up and it 
is judged yes at step 530 so that two sets of a head may be displayed on a display, when it follows, 
for example, is judged yes at step 520 of drawing 1 1 , the view location 610 is set up so that the 
player racing car of the top who runs a corner may be displayed on a display, and a player racing car 
may be seen from the corner upper part. Since the play-by-play-broadcasting game screen 
corresponding to it will be displayed on a display by doing in this way according to audio play-by-play 
broadcasting, more real moreover, a gallery can see the situation of a game with the same feeling as 
play-by-play broadcasting of an actual Formula 1 race, can enliven a game ambient atmosphere, and 
can heighten the customer effect 

[0123] Furthermore, since play-by-play broadcasting corresponding to a game expansion pattern will 
always be performed in the system of this example as mentioned above, and it will be carried out by 
using properly the tone doubled with situations, such as a tone of quiet voice, and an excited tone of 
voice, in the voice of the announcer of a pro with what play-by-play broadcasting moreover heard, 
the ambient atmosphere of a game can be enlivened. 

[0124] Furthermore, when anything does not have the change of state of a game, by performing the 
production routine shown in drawing 17 , reading out the present ranking, performing a pit report etc., 
or carrying out for giving description of a guest etc., the same play-by-play broadcasting as an actual 
ball race can be performed, and the ambient atmosphere of a game can be enlivened further. 
[0125] In addition, this invention is not limited to said example and various kinds of deformation 
implementation by within the limits of the summary of this invention is possible for it. 
[0126] For example, although said example explained this invention to the video game system for 
multi-players taking the case of the case where it is made application, this invention is applicable not 
only to for example, this but a circuit ball-race mold game. That is, two or more sets of the racing 
cars 240 which each player operates are run, and a circuit ball race is made to perform on the circuit 
course 212 formed in the play field 210, as shown in drawing 21 . At this time, the detection 
equipment which does not illustrate ball-race data as shown in drawing 10 of each racing car 240 
detects, and it may be made to carry out the voice output of the play-by-play broadcasting 
corresponding to a game expansion pattern based on this detection data using a loudspeaker 62 like 
said example. 

[0127] By doing in this way, game production which tells the situation of a game as play-by-play 
broadcasting can be performed to the visitor who is doing turn waiting, and a surrounding gallery, and 
the customer effect to a circuit ball-race mold game system can be heightened. 
[0128] moreover — although said example explained taking the case of the play-by-play- 
broadcasting equipment which broadcasts the ball races equipped with CRT, such as a driving game 
and a circuit ball-race mold game, play by play — this invention — not only this but a sport, a battle, 
etc. — etc. — it is applicable to the play-by-play-broadcasting equipment of the game of various 
classes. 
[0129] 

[Effect of the Invention] As explained above, according to this invention, play-by-play broadcasting 
corresponding to game expansion is performed automatically, and it is effective in the ability to obtain- 
the game play-by-play-broadcasting equipment with which not only a player but a spectator can 
enjoy a game. 
[0130] 
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[Industrial Application] This invention relates to the game play-by-play-broadcasting equipment 
which broadcasts expansion of a game play by play. 
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OPERATION 

[Means for Solving the Problem and its Function] In order to attain said purpose, invention of claim 1 
Are game play-by-play-broadcasting equipment which performs automatically play-by-play 
broadcasting corresponding to game expansion of a game system, and it corresponds to two or more 
game expansion patterns beforehand. A voice data storage means by which the predetermined voice 
data for play-by-play broadcasting was memorized, and a pattern distinction means to distinguish the 
game expansion pattern of a game system and to output the read-out command of the voice data 
corresponding to a game expansion pattern, Based on said read-out command, the voice data for 
play-by-play broadcasting is read from said voice data storage means, and it is characterized by 
carrying out the voice output of the play-by-play broadcasting corresponding to game expansion 
including a speech synthesis means to compound a sound signal. 

[0010] According to invention of claim 1, the voice data for game play-by-play broadcasting 
corresponding to two or more game expansion patterns is beforehand memorized for the voice data 
storage means. 

[0011] And when a pattern distinction means distinguishes the game expansion pattern of a game 
system, a speech synthesis means will read the play-by-play-broadcasting voice data corresponding 
to a game expansion pattern from a voice data storage means, and it will carry out the voice output 
of the play-by-play broadcasting corresponding to game expansion. 

[0012] Thus, to compensate for expansion of a game situation, play-by-play broadcasting is carried 
out to real time. For this reason, the ambient atmosphere of the game itself can be enlivened, the 
agitation and presence which a player tastes can be raised, and further, not only a player but a 
spectator (gallery) can enjoy a game, and becomes possible [ heightening the draw of the game 
machine itself ]. 

[0013] Especially, in this invention, since the game expansion situation which became only a player 
from ** until now also gets across to a surrounding gallery, not only a player but a gallery can enjoy 
the game itself, and it becomes possible [ heightening the draw of a game machine also from this 
field ]. Furthermore, according to this invention, since the voice output of the play-by-play 
broadcasting corresponding to game expansion is carried out automatically, an official in charge under 
exclusive contract becomes unnecessary, and play-by-play broadcasting of fixed quality of him is 
moreover always attained. 

[0014] Moreover, invention of claim 2 is set to the multi-player game system which performs a multi- 
player game with two or more game machines. A voice data storage means by which the 
predetermined voice data for play-by-play broadcasting was beforehand memorized corresponding to 
two or more game expansion patterns, A pattern distinction means to distinguish the game expansion 
pattern of said multi-player game, and to output the read-out command of the voice data 
corresponding to a game expansion pattern, Based on said read-out command, the voice data for 
play-by-play broadcasting is read from said voice data storage means, and it is characterized by 
performing automatically play-by-play broadcasting corresponding to game expansion including a 
speech synthesis means to compound a sound signal. 

[0015] Thus, according to invention of claim 2, while two or more players which perform a multi- 
player game emulate each other mutually in other players and common game space in addition to the 
operation effectiveness of claim 1, signs that a game is performed are broadcast play by play. 
[0016] Therefore, a game becomes what became white-hot more, and each player can enjoy a game,, 
tasting a bigger agitation and presence. 



[0017] In addition, a surrounding spectator can enjoy signs that two or more players emulate each 
other, hearing play-by-play broadcasting. 

[0018] Invention of claim 3 moreover, said voice data for play-by-play broadcasting corresponding to 
any one game expansion pattern at least in either of claims 1 and 2 Two or more selection mold 
junction data of different contents of junction are included. Said pattern distinction means While 
outputting the read-out command of the voice data for play-by-play broadcasting corresponding to a 
game expansion pattern It is formed so that the selection read-out command of said selection mold 
junction data may be outputted. Said speech synthesis means It is characterized by outputting the 
sound signal for play-by-play broadcasting of a multi-story which reads the voice data for play-by- 
play broadcasting from said voice data storage means, and broadcasts play by play by the story from 
which the same game expansion pattern also differs based on said read-out command. 
[0019] Thus, according to invention of claim 3, play-by-play broadcasting of play-by-play- 
broadcasting **** and a multi-story also of the same game expansion pattern is attained by different 
story, and even if it carries out by repeating a game what times, a player can enjoy play-by-play 
broadcasting of contents different each time, and it raises the fun of the game itself also from this 
field, and it is effective [ a player ] in the ability to offer the game machine with which it does not get 
bored for a long period of time. In addition, there are a surrounding spectator and effectiveness that 
it can be enjoyed even if it does not actually play since play-by-play broadcasting of various 
expressions can be heard. 

[0020] As for said pattern distinction means, in here, it is desirable to form from said selection mold 
junction data, so that the read-out command which reads the data of the contents of junction of 
arbitration at random may be outputted. 

[0021] If it does in this way, since here where the data of an expression of arbitration are chosen at 
random will be made from the junction data of two or more expressions corresponding to the same 
game expansion pattern, it becomes play-by-play broadcasting which was rich in change which 
announcer actually performs, and it can be enjoyed, without getting bored any number of times. 
[0022] Invention of claim 4 is set to either of claims 1-3. Moreover, said voice data for play-by-play 
broadcasting The story voice data which constitutes the story corresponding to a game expansion 
pattern, and has a data area for substitution voice in a part, It is constituted so that two or more 
substitutable substitution voice data which constitutes the voice data of said data area for 
substitution voice may be included. Said voice data storage means The storage area which 
memorizes story voice data, and the storage area which memorizes substitution voice data are 
included. Said pattern distinction means While outputting the read-out command which reads the 
story voice data corresponding to a game expansion pattern as said voice data for play-by-play 
broadcasting It is formed so that the read-out command which chooses and reads predetermined 
data from two or more substitution voice data may be outputted. Said speech synthesis means Based 
on said read-out command, story voice data and substitution voice data are read from said voice 
data storage means as voice data for play-by-play broadcasting, substitution voice data is inserted in 
the data area for substitution voice of story voice data, and it is characterized by compounding a 
sound signal. 

[0023] Play-by-play broadcasting which expressed in detail the game expansion information that it 
changed intricately can be realized easily, without increasing the amount of data, since it substitutes 
by the data which prepare a variable part in the story voice data corresponding to a game expansion 
pattern, and change to it according to a game expansion situation according to claim 4. Therefore, a 
player and a gallery can know detailed game expansion information, and can enjoy a game more. 
[0024] In claim 4 by which invention of claim 5 is subordinate to claim 2 moreover, said two or more 
substitution voice data Two or more voice data for player discernment set up corresponding to the 
player and/or the player control unit is included. Said story voice data It is formed so that said voice 
data for player discernment may be inserted in said all all [ a part or ] for substitution voice. Said 
pattern distinction means It is characterized by reading so that the voice output of the voice data for 
player discernment of a predetermined player may be inserted in and carried out to the story voice 
data corresponding to the game expansion pattern between each player, and outputting a command. 
[0025] According to invention of claim 5 Since said two or more substitution voice data can be used 
as the voice data set up corresponding to the character name or player control unit set up 
corresponding to the player name or the player and can be woven into play-by-play broadcasting, a 



player nearby excitement can be carried out and a game can be enjoyed. Moreover, when the 
acquaintance of a player reaches a gallery and it carries out, it can be aided and enjoyed, hearing 
play-by-play broadcasting. 

[0026] In either of claims 3-5 by which invention of claim 6 is subordinate to claim 2 and claim 2 A 
junction image composition means to compound the game screen for play-by-play broadcasting of 
said multi-player game, and a display means to display said game screen for play-by-play 
broadcasting are included. Said junction image composition means It is formed so that the game 
screen for play-by-play broadcasting to compound may be changed according to a game expansion 
pattern, and it is characterized by displaying the game screen for play-by-play broadcasting set by 
said display means at play-by-play broadcasting. 

[0027] According to invention of claim 6, the junction image composition means of game play-by- 
play-broadcasting equipment distinguishes a game expansion pattern, changes corresponding to this, 
and can provide a gallery with the image which was united with voice. Therefore, as for a gallery, not 
only voice but the image which changes to real time can enjoy the expansion information on a game. 
Since the situation currently especially broadcast by play-by-play broadcasting is displayed as an 
image by which it is full of a feeling of tension like play-by-play broadcasting of television 
broadcasting, a gallery can also be excited and a high customer effect can be obtained. 



[Translation done.] 
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3.1n the drawings, any words are not translated. 



EXAMPLE 



[Example] Next, the suitable example of this invention is explained to a detail based on a drawing. 
[0029] One example of the multi-player mold game system by which this invention was applied is 
shown in drawing 1 . As for the game system of an example, game machine 10-a and 1 0— b — which 
plurality became independent of through data transmission Rhine are connected mutually, and vying 
in ranking in the game space as the racing car which other players control, and the computer car 
which a computer controls where the player racing car which a player controls is the same, each 
game machine 10-a and 10-b — are formed so that a game may be performed. 
[0030] Here, independent game machine 10-a, 10-b, and — mean being formed so that each game 
machine 10~a, 10-b, and — can perform a single handicap player game independently, respectively. 
Of course, a multi-player game can also be performed in the same game space among other players 
through data transmission Rhine. 

[0031] Each game machine 10 is formed like the drivers seat of an actual racing car. And a player 
sits down on a sheet 16, looking at the false three-dimension image (game screen) projected on the 
display 14, it operates the handle prepared in the control unit 12, an accelerator, a shift lever, a 
brake, etc., operates a fictitious racing car, and performs a game. 

[0032] At this time, the pattern of this ball race is broadcast play by play to a surrounding gallery by 
game play-by-play-broadcasting equipment 20. That is, the voice output of the play-by-play 
broadcasting is carried out by the loudspeaker 62, and the play-by-play-broadcasting screen 
corresponding to this play-by-play broadcasting is displayed on a display 22. Thereby, not only a 
player but a gallery can enjoy a game. The circuitry of said game system is shown in drawing 2 . Each 
game machine 10-a, 10-b — , and game play-by-play-broadcasting equipment 20 are connected in the 
shape of a loop formation through communication link Rhine 30. 

[0033] If data are received, each game machine 10 will update the data of a self-opportunity, and will 
transmit data to the following game machine. Each game machine 10-a and 10-b — perform various 
kinds of game operations based on the input signal from a control unit 1 2, and the predetermined 
game program beforehand determined as the data of other game machines inputted through 
communication link Rhine 30. And the game screen where **** composition of the 3D~Graphics was 
carried out for technique is displayed on a display 14. That is, each game machine 10 performs a 
game operation so that the racing car which a player controls may move the racing course 420 set up 
as shown in drawing 1919 in predetermined three-dimension game space. A game operation is 
performed so that it may naturally move on this racing course 420 also in the player racing car of 
other game machines transmitted through communication link Rhine 30. And perspective-projection 
conversion of this three-dimension game space is carried out in the plane of projection of 
predetermined view system of coordinates, and a game screen is formed, and it is formed so that this 
may be displayed on a display 14. 

[0034] Therefore, each game machine 10-a, 10-b — A player can perform a game, vying other 
players, ranking, etc. in the racing course 420 top. Each game machine 10-a, 10-b which are 
transmitted to drawing 9 towards other game machines through communication link Rhine 30 — The 
format of the game machine data 100 is shown. Each game machine data 100 is constituted including 
the data of which game machine, the ID data 110 which expresses, the load position data 120 showing 
in which location the game functional player racing car concerned is, and the condition data 130 
showing the condition of a player racing car. It is constituted so that said load position data 120 may 
express using the width-of-face data with which a player racing car expresses which neighborhood of 



the width of road it is as the distance data which met the course from the start in that of which 
neighborhood **** on the racing course 420. Said condition data 130 are constituted as data showing 
conditions, such as spin of a player racing car, and crash, course out And according to renewal of a 
game screen, fundamentally, those contents will be updated every [ 1/] 60 seconds, and this game 
machine data 100 will be transmitted towards other game machines. 

[0035] And each game machine 10 calculates the ball-race data shown in drawing 10 for every game 
machine based on the game machine data 100 of other game machines received through 
communication link Rhine 30. For example, it can ask for the ranking of other game machines, the 
distance between two cars, and the number of the circumference from the load position data 120. 
Furthermore, it can ask for the speed of other player racing cars by comparing the load position data 
120 of the game machine data 100 received last time and the game machine data 100 received this 
time. 

[0036] The principle Fig. of the image composition technique of this example is shown in drawing 18 . 
[0037] The information about the three-dimension object 510 which appears in the three-dimension 
game space 500 and this three-dimension game space 500 is memorized beforehand in game machine 
10-a of an example, 10-b — , and the junction image composition circuit 80 mentioned later. The 
image information about said three-dimension object 510 is expressed as a geometric model which 
consists of two or more polygons 512-1,512-2,512-3 and and is beforehand memorized in memory. 

[0038] If a driving game is taken for an example, the three-dimension object 510 is a racing car which 
appears in the three-dimension game space 500, and various kinds of three-dimension objects which, 
in addition to this, express the background of the racing course 420, a building 430, tunnel 432, a 
crest 434, a cliff 436, a wall 438, etc. as shown in drawing 19 are arranged in the three-dimension 
game space 500. 

[0039] Said racing course 420 has two or more corner sections 422, up and down or a bank is 
prepared by the location, and the grade separation is also prepared. 

[0040] Perspective-projection conversion is carried out on the perspective-projection side 520 of 
view system of coordinates centering on the view 610 of a virtual player, and these three-dimension 
objects are displayed on a display 14 and 22 as a false three-dimension image 522. For example, if 
the view location of a virtual player is set as the location of the eyes of the driver of a racing car who 
moves in the inside of the three-dimension space 500 according to actuation of a player, on a display 
14 and 22, the sight seen from the driver of the racing car will be displayed. And if a player 600 
makes it a front [ control unit / 12 ] and looks at a display 14 from a view 610, he can sit on the 
drivers seat of a racing car, and an image which is located in the three-dimension space 500 can be 
seen. 

[0041] When a player 600 operates the handle of a control unit 12 etc. and rotation of the racing car 
on which he is virtually, advancing side by side, etc. are operated, the location of the view 610 over 
the three-dimension space 500 will change, and the three-dimension space 500 will rotate and 
advance side by side. For this reason, game operation part calculates rotation of the three-dimension 
object 510 which constitutes the three-dimension game space 500 based on this actuation signal and 
a game program and which is a racing car, or other three-dimension objects, advancing side by side, 
etc. on real time. And as described above, perspective-projection conversion is carried out on the 
perspective-projection side 520, and these three-dimensions object is displayed on a display 14 as a 
false three-dimension image 522 which changes on real time. 

[0042] Therefore, a player 600 can carry out the virtual simulation of the condition of having 
participated the inside of the circuit course 420 set up in the three-dimension game space 500 in the 
ball race, operating a racing car, by operating a control unit 12 and controlling a racing car. 
[0043] When the technique of computer graphics is used, said three-dimension object 510 is creating 
the geometric model using independent body system of coordinates. That is, each polygon which 
constitutes the three-dimension object 510 is arranged on these body system of coordinates, and 
that geometric model is specified. 

[0044] Furthermore, the three-dimension game space 500 is constituted using a world coordinate 
(XW, YW, and ZW), and the three-dimension object 510 expressed using body system of coordinates 
is arranged in a world coordinate according to the movement model. 

[0045] And by making the location of a view 610 rnto a zero, data are changed into the view system 



of coordinates which took the direction of a look in the forward direction of the Z-axis, and 
perspective-projection conversion of each coordinate is carried out to the screen coordinate system 
which is plane of projection 520. Thus, the image within the visual field of the three-dimension game 
space 500 which is visible from a view 610 can be displayed on a display 14 and 22. 
[0046] Especially, in this example, it is formed so that the location of a view 610 can be changed into 
arbitration into the three-dimension game space 500 which consists of world coordinates. 
[0047] For example, in drawing 18 , the image of the three-dimension game space 500 seen from 
player racing-car back as shown in drawing 20 (A) can be displayed by setting up a view location 
behind a three-dimension object, as shown in 610-A. Moreover, a game screen which looks down at 
the racing car under transit from the sky as shown in drawing 20 (B) can be displayed by setting up a 
view location above the three-dimension object 510, as shown in 610-B. In an example, each game 
machine 10 has set the back of a player racing car as 610-A for the view location. Moreover, based 
on the command from the junction electronic speech circuit 50, the junction image composition 
circuit 80 mentioned later is formed so that the view location 610 may be changed at any time. 
[0048] And if the multi-player game by two or more players is started, the racing car which each 
player operates will start the multi-player game system of an example from the starting point 440. 
And it will run, vying in other player racing cars which entered the multi-player game in the racing 
course 420 top, ranking, time amount, etc. 

[0049] The description of this example broadcasts play by play the situation of the racing game of 
the multi-player performed by doing in this way to a surrounding gallery on real time using the game 
play-by-play-broadcasting equipment 20 formed apart from each game machine 10-a and 10-b — , 
and is to have enlivened the ambient atmosphere of a game. 

[0050] As shown in drawing 2 , said game play-by-play-broadcasting. equipment 20 is constituted 
including the data separation circuit 40, the junction electronic speech circuit 50, amplifier 60, a 
loudspeaker 62, the junction image composition circuit 80, and a display 22. 

[0051] Said data separation circuit 40 separates data required for junction image composition from 
the data transmitted in the communication link Rhine 30 top, and outputs them towards the junction 
image composition circuit 80 while it separates the data for game expansion distinction and outputs 
them towards an electronic speech circuit 50 out of the data transmitted in the communication link 
Rhine 30 top. 

[0052] Based on the data inputted from the data separation circuit 40, the junction electronic speech 
circuit 50 distinguishes game expansion, and it is constituted so that the play-by-play-broadcasting 
sound signal corresponding to game expansion may be outputted from a loudspeaker 62 through 
amplifier 60. In addition, the junction electronic speech circuit 50 of an example turns and outputs the 
junction image composition command corresponding to game expansion to the junction image 
composition, circuit 80. 

[0053] Said junction image composition circuit 80 calculates the same three-dimension game space 
as said each game machine 10-a and 10-b — based on the game machine data 100 and the 
predetermined game program of each game machine inputted from the data separation circuit 40. And 
it is based on the command inputted from the junction electronic speech circuit 50, and the view 
location 610 in game space is set up, and it is formed so that the scene of the game space seen from 
said view location 610 on the display 22 may be displayed as a game play-by-play-broadcasting 
image. 

[0054] Therefore, as shown in drawing 1 , the gallery which is present in the perimeter of game play- 
by-play-broadcasting equipment 20 can hear play-by-play broadcasting corresponding to game 
expansion from a loudspeaker 62, and can see the game screen for play-by-play broadcasting 
moreover displayed on the display 22 according to play-by-play broadcasting. For this reason, a 
gallery becomes possible [ being able to enjoy the voice and the image for play-by-play broadcasting 
on real time, heightening the effectiveness of the whole game system customer gathering, and raising 
the operating ratio of a game machine ]. 

[0055] The concrete configuration of said junction electronic speech circuit 50 is shown in drawing 
3 . 

[0056] The junction electronic speech circuit 50 of an example is constituted including the pattern 
distinction section 52, the speech synthesis section 54, the voice data storage section 56, and the 
junction change-over section 70. 



[0057] Beforehand, corresponding to two or more game expansion patterns, the predetermined voice 
data for play-by-play broadcasting writes in said voice data storage section 56, and it is memorized. 
Said voice data is the voice of the announcer of pro FESHONARU who performs the television actual 
condition, such as a Formula 1 race, and it is desirable to constitute as voice data which moreover 
had the same rhythm and intonation as actual play-by-play broadcasting. 

[0058] Moreover, in this example, the voice data for play-by-play broadcasting memorized in said 
voice data storage section 56 is constituted so that the voice data of the story which constitutes the 
story corresponding to a game expansion pattern, and has a data area for substitution voice in a part, 
and two or more substitutable substitution voice data which constitutes the voice data of said data 
area for substitution voice may be included. 

[0059] And in order to memorize such voice data, the voice data storage section 56 of an example is 
constituted including the main data storage section 57 which memorizes two or more story voice 
data corresponding to a game expansion pattern, and the substitution data storage section 58 which 
memorizes said substitution voice data. 

[0060] The example of the story voice data 700 memorized in the main data storage section 57 is 
shown in drawing 6 , drawing 8 , drawing 12 - drawing 17 . It is square among drawing and the area 
[ surrounding ] 800 is a data area for substitution voice. 

[0061] As shown in drawing 8 , a part of this story voice data 700 is constituted so that two or more 
selection mold junction data 710A of different contents of junction and 710B — may be included. And 
the selection output of the one data is carried out at random from two or more of these junction data 
710A and 710B— . 

[0062] Therefore, the same game expansion also becomes that from which the contents of the play- 
by-play broadcasting differed each time, and play-by-play broadcasting by which weariness does not 
come for a player and a gallery can be performed. 

[0063] Said pattern distinction section 52 calculates the ball-race data shown in drawing 10 for every 
player racing car based on the data inputted from the data separation circuit 40, and it is constituted 
so that a game expansion pattern may be distinguished. And the pattern distinction section 52 turns 
and outputs the game expansion pattern corresponding to the distinguished game expansion pattern 
distinguished while reading and turning and outputting a command to the speech synthesis section 54 
to the junction change-over section 70. 

[0064] An example of the fundamental game expansion pattern which the pattern distinction section 
52 distinguishes is shown to drawing 4 by the flow chart 

[0065] First, a game system is controlled by the entry mode of two or more game machine 10 — 
shown in drawing 2 in which the entry of fixed time amount and other game machines 10 will be 
received if coin is thrown in for any being. The pattern distinction section 52 judges that the game 
system became this entry mode based on the inputted data. And the read-out command of the voice 
data for play-by-play broadcasting for entry modes is outputted according to the flow chart shown in 
drawing 5 R> 5 (step 300). 

[0066] Moreover, after entry mode is completed, a game system starts the count-down actuation for 
a start of a player racing car next. The pattern distinction section 52 distinguishes the mode before 
this start, and outputs the voice data read-out command for front [ start ] play-by-play broadcasting 
according to the flow shown in drawing 7 (step 400). 

[0067] Moreover, a game system is controlled by the game mode in which a game is actually 
performed after the count-down actuation for a start is completed next. The pattern distinction 
section 52 judges that the game system became this game mode based on the inputted data. And 
according to the flow chart shown in drawing 1 1 , a fundamental game expansion pattern is judged 
and the voice data read-out command of play-by-play broadcasting of each routine shown in drawing 
12 - drawing 17 based on the decision result is outputted (step 500). 

[0068] Thus, the pattern distinction section 52 distinguishes game expansion of a game system, and 
outputs the read-out command of the voice data corresponding to game expansion to the speech 
synthesis section 54. In addition, as mentioned above, in the story voice data 700, the voice data area 
800 for substitution is contained in the part. In such a case, the pattern distinction section 52 turns 
and outputs the substitution voice data read-out command corresponding to this voice area 800 for 
substitution to the speech synthesis section 54. 

[0069] Furthermore, when said story voice data 700 contains two or more selection mold junction 



data 71 OA and 71 OB — , it is constituted so that the selection command to selection mold junction 
data may be outputted. Especially, in this example, the selection command to such selection mold 
junction data is performed at random each time, or it is set up so that the same data may be 
continued and it may not choose twice, and play-by-play broadcasting with a variation is performed. 
[0070] And based on the voice read-out command inputted by doing in this way, said speech 
synthesis section 54 reads the story voice data 700 and substitution voice data from the main data 
storage section 57 and the substitution data storage section 58 as voice data for play-by-play 
broadcasting, inserts substitution voice data in the data area 800 for substitution voice data of the 
story voice data 700, and compounds a sound signal. And it is constituted so that the compound 
sound signal may be outputted from a loudspeaker 62 through amplifier 60. 

[0071] the texture which could perform the expression of many in the number of data restricted by 
considering as the configuration which inserts substitution voice data in the substitution voice data 
area 800 of keynote voice data as especially mentioned above, and was doubled with the situation — 
warm play-by-play broadcasting is attained. Thus, play-by-play broadcasting generated is play-by- 
play broadcasting based on the data of a real time vehicle, it stagnates as real announcer is carrying 
out, goes on talking that there is nothing, and enables exciting play-by-play broadcasting to which it 
doubles with a situation and a tone is changed. 

[0072] In addition, such voice data has also memorized the tone of the voice cried with the condition 
of a game in one voice, a quiet tone, the excited tone, etc. are used properly, it is come, since it is, a 
game rises and a player also carries out a gallery nearby excitement. When capacity is insufficient, 
you may make it use together with CD, although it has such voice data by ROM fundamentally [ all ] 
and reproduces by PCM. for example, words with the often used language long to PCM, such as using 
CD regenerative apparatus, when there are long words etc., or putting PCM voice and carrying out 
time amount earnings at the time of access, and the seldom used language — CD — ** — you may 
use properly. 

[0073] In addition, as for said some of substitution voice data, in this example, it is desirable to set up 
as voice data for player discernment set up corresponding to a player or each game machine. For 
example, what is necessary is just to set up an identifier of a player, an identifier of a racing car 
beforehand set up for every game machine, an identifier of a driver, etc. which were registered before 
game initiation as this voice data for substitution. By doing in this way, the identifier of the racing car 
which the identifier of a player or a player controls will be used for play-by-play broadcasting, and a 
player becomes possible [ performing a more nearly exciting game ]. 

[0074] Moreover, said junction change-over section 70 is based on the game expansion pattern which 
the pattern distinction section 52 distinguishes, sets up the location of the view 610 in game space 
suitably, and outputs a view change-over command towards the junction image composition circuit 
80. For example, in broadcasting play by play two sets of the racing cars which run a head, it outputs 
a view change-over command so that two sets of the racing cars may project on a game screen, for 
example, so that a view may be set up over the racing car which runs a head. 

[0075] Moreover, in, broadcasting play by play the vehicle from which accident is started for example, 
it sets the location of a view 610 as the road side of a point which has caused accident so that the 
game screen of the racing car concerned may be displayed. 

[0076] Thus, in this example, the inside of a game can change the view location 610 suitably 
according to a game expansion pattern, and can perform play-by-play broadcasting using both voice 
and an image. 

[0077] Next, game play-by-play-broadcasting actuation of the system of this example is explained to 
a detail focusing on actuation of the junction electronic speech circuit 50. 

[0078] Three fundamental play-by-play-broadcasting modes of this example are shown to drawing 4 
that it mentioned above. First, if a player throws in coin for any of two or more game machines 10 
being, a game system will serve as entry receptionist mode. At this time, the junction electronic 
speech circuit 50 of an example performs play-by-play broadcasting for an entry (step 300). 
[0079] And termination of this entry mode sets a game system as the start mode in which count 
actuation for a start is performed to two or more sets of the player racing cars which entered. At 
this time, the junction electronic speech circuit 50 of an example performs play-by-play-broadcasting 
actuation before a start (step 400). 

[0080] And if start mode is completed and each player racing car starts, a game system will be set as 



game mode. At this time, the junction electronic speech circuit 50 continues ball-race play-by-play- 
broadcasting actuation, and performs it until a game is completed. (Step 500) 
An example of a concrete entry play-by-play-broadcasting output using the data memorized by 
drawing 6 at the voice data storage section 56 in the flow which shows the procedure in which the 
junction electronic speech circuit 50 performs entry play-by-play broadcasting to drawing 5 is shown. 
After the first player feeds coin into a game machine, when other players feed coin into other game 
machines in fixed time amount, a multi-player game can be enjoyed with two or more players. In this 
fixed time amount, entry play-by-play broadcasting broadcasts play by play signs that each player 
enters one after another. 

[0081] First, if the first player throws in coin (step 310), it becomes the timer start (step 320) of this 
game machine 10, and repeating installation 20 will receive this timer signal, and will start entry play- 
by-play broadcasting (step 330). 

[0082] The example of the story voice data memorized by the main data storage section 57 of the 
voice data storage section 56 as 700-330,700-350 is shown in drawing 6 (B). For example, including 
data 710-330A of different contents table ****** of junction, 710-330B, and 710-330C— , the story 
voice data 700-330 is read at random in said step 330, and as shown in drawing 6 (A), it is outputted. 
[0083] Thus, since one is chosen and it is outputted at random also in the same scene out of the 
data by which two or more preparation was carried out, it starts by "what kind of expansion this ball 
race really shows" at a certain time, and starts by "racers enter one after another" at the time of 
others. Therefore, unlike the conventional monotonous play-by-play broadcasting, a player can enjoy 
a play any number of times, without getting bored. 

[0084] Next, introduction of the player which entered the 1st is performed (step 340,350). Namely, 
the story voice data 700-2 with which the pattern distinction section 52 was memorized by the main 
data storage section 57, The command which reads the voice data for player discernment of the first 
player memorized in the substitution data storage section 58 "a racer shell" is outputted. By this the 
speech synthesis section 54 These data are read from the storage sections 57 and 58, said voice 
data for discernment is inserted in the substitution area 800 of the story voice data 700-2, and this 
is outputted as a sound signal for entry member introduction (step 350). 

[0085] If an injection of new coin is detected next (step 340), entry member introduction play-by- 
play broadcasting (step 350) will be performed similarly. 

[0086] Thus, by play-by-play broadcasting for an entry of this example, whenever a player newly 
enters, introduction of a new entry member will be performed at step 350 using the voice data for 
player discernment 

[0087] Therefore, since the pleasure of a player heard that the identifier which was excited more and 
the gallery also knows well is broadcast will increase if its vehicle name is announced, its customer 
effect is also large. Furthermore, since this play-by-play broadcasting is constituted so that it may 
be carried out in the voice of the pro who had heard it, rising more is expected. 
[0088] It is in this voice data for player discernment with identifier or vehicle name of the racer 
known well, and if a player may enable it to choose a favorite identifier and does in this way, the 
ambient atmosphere of a game can also be enlivened further. 

[0089] And since registration of an entry will be completed if fixed time amount progress is carried 
out and the deadline of is passed (step 360) after a timer starts (step 320) (step 370), play-by-play 
broadcasting for an entry will also be ended. 

[0090] After entry play-by-play broadcasting finishes, on-the-spot play-by-play broadcasting before 
a start (step 400) is performed next An example of the concrete play-by-play-broadcasting output 
before a start which used the flow which shows the procedure in which the junction electronic 
speech circuit 50 performs on-the-spot play-by-play broadcasting before a start to drawing 7 R> 7 
with the data memorized by drawing 8 at the voice data storage section 56 is shown. 
[0091] Story voice data 700-410,700-420 memorized in the main data storage section 57 in order to 
perform play-by-play broadcasting before a start in drawing 8 (B) — The example is shown. This 
story voice data is two or more partial junction data 700-410,700-420. — It is outputted in order. In 
here, the data of 700-410,700-440,700-460 are formed as junction data of a cover half fixed [ the 
contents ]. Moreover, the data of 700-420,700-430,700-450 are formed from different contents of 
junction as selection mold junction data with which one of the arbitration is chosen. 
[0092] Moreover, said data 700-410 are constituted so that the data area 800 for substitution voice 



may be included in the part and the voice data for substitution showing the identifier of a racing 
course is inserted in here. This voice data for substitution is memorized in the substitution data 
storage section 58. 

[0093] If play-by-play broadcasting before a start is started as shown in drawing 7 , selection course 
introduction play-by-play broadcasting (step 410) will be performed first. At this time, the data 700- 
410 with which the main data storage section 57 is read, and the voice data for substitution 
"Suzuka" which the player read from the substitution data storage section 58 specified are 
compounded, and play-by-play broadcasting "today is Suzuka Circuit of familiarity" is performed. 
Some things by which said course name was known well are prepared, and a player can specify a 
course in advance of a play. 

[0094] Thus, termination of selection course introduction play-by-play broadcasting performs each 
play-by-play broadcasting of degree step 420,430,440,450. 

[0095] At step 420,430,450, it will be read from the selection mold junction data 700-420,700- 
430,700-450 memorized in the main data storage section 57 at random [ arbitration / one ], and as 
shown in drawing 8 (A), a voice output will be carried out Therefore, even if it repeats a game how 
many times, play-by-play broadcasting before this start becomes that from which the contents 
differed each time, and a player does not get bored with it 

[0096] And from a game machine 10, if a start signal is inputted, the junction data 700-460 will be 
read from the main data storage section 57, and as shown in drawing 8 (A), the voice output of the 
play-by-play broadcasting for a start will be carried out (step 460). And play-by-play broadcasting 
before a start is ended. 

[0097] Termination of play-by-play broadcasting before a start performs ball-race play-by-play 
broadcasting (step 500) next 

[0098] The data separation circuit 40 picks out data ( drawing 9 ) required for speech synthesis from 
the ball-race data of each player sent every 1/60 second, and sends them to the pattern distinction 
section 52. In the pattern distinction section 52, it asks for ball-race data as shown in drawing 10 
from the sent data ( drawing 9 ), and the read-out command of the voice data corresponding to the 
expansion pattern of a ball race is outputted. 

[0099] Play-by-play broadcasting of a ball race looks at ball-race data fundamentally, if it approaches 
while [ fixed ] there is distance of players, description of the part will be begun, and if it comes out of 
[ a certain ] fixed, the description will be finished there. Moreover, according to ball-race expansion 
situations, such as spin of other vehicles, and course out exact priority attachment has been carried 
out and other descriptions may start in the midst of description. In such a case, it is made to talk in 
the excited tone, and it is set up so that a place may be heaped up. 

[0100] Drawing 1 1 is a flow which shows the procedure of determining what kind of ball-race on-the- 
spot play-by-play broadcasting the pattern distinction section 52 performs. According to the 
situation, as for play-by-play broadcasting, priority is decided beforehand. Therefore, when the 
situation of a ball race changes during play-by-play broadcasting, the present play-by-play 
broadcasting may be interrupted depending on the priority of the situation, and it may move to new 
play-by-play broadcasting. Thrilling and exciting play-by-play broadcasting which corresponded to 
change of a situation sharply by this is attained. 

[0101] Moreover, if an especially changeless ball race continues for a longtime, it goes into 
production mode, and play-by-play broadcasting which enlivens an ambient atmosphere is put in, and 
a work with which it is not made to get bored has been carried out 

[0102] The pattern distinction section 52 of an example judges in order whether the ball-race data 
shown in drawing 10 are the ball-race expansion pattern shown in steps 520, 530, 540, 550, and 560 
of drawing 11 , and performs the routine corresponding to a judgment result, i.e., a ball-race 
announcement routine, a corner routine, a gall routine, an accident routine, or a production routine. 
At this time, after finishing processing of a gall routine, it returns to Maine and becomes ball-race 
termination. When carrying out with the other routine, after finishing processing of each routine, when 
not judging ball-race termination at return and step 570 to Maine, with new ball-race data, the 
above-mentioned processing is repeated and is performed. 

[0103] That is, the pattern distinction section 52 calculates the ball-race data shown in drawing 10 of 
each player racing car based on the data inputted from the data separation circuit 40 (step 510). 
[0104] And based on this ball-race data, the data of two sets of the nearest player racing cars of the 



distance between two cars are computed, and pattern distinction of whether the distance between 
two cars is approaching less than 20m is performed (step 520). If judged yes here, a game will be 
broadcast play by play according to the ball-race announcement routine shown in drawing 12 and 
drawing 13 . 

[0105] Moreover, if judged as Nor at step 520, the player racing car which runs the top next will judge 
whether it puts in which corner (step 530). If judged yes here, the game according to the corner 
routine shown in drawing 1414 will be broadcast play by play. 

[0106] It judges whether when judged as Nor, the player racing car which runs the top next put with 
step 530 in the last corner before gall (step 540). If judged yes here, game play-by-play broadcasting 
will be performed according to the gall routine shown in drawing 1 515 . 

[0107] Moreover, at step 540, if judged as Nor, it will judge whether the player racing car from which 
the accident is started next is (step 550). If judged yes here, game play-by-play broadcasting will be 
performed according to the accident routine shown in drawing 16 . 

[0108] If the condition that nothing next happens judges whether it continued for a while (step 560) 
and is judged yes at said step 550 here when judged as Nor, game play-by-play broadcasting will be 
performed according to the production routine shown in drawing 17 . 

[0109] At step 560, if judged as Nor, when a judgment whether degree ball race was completed is 
made (step 570) and it is judged yes here, game play-by-play-broadcasting actuation is ended, and 
when judged as Nor, based on return and new ball-race data, said processing of step 510-S570 will 
be repeated to said step 510, and will be performed to it. In addition, when priority, such as the top's 
goaHn, has the high game expansion calculated with new ball-race data also in the middle of play- 
by-play broadcasting currently outputted by said processing, it is constituted so that it may be 
carried out by the play-by-play-broadcasting processing there interrupting. 

[0110] The procedure of processing of a ball-race announcement routine and the example of play- 
by-play broadcasting are shown in drawing 12 and drawing 13 . By this ball-race announcement 
routine, the ball-race expansion about two sets of the nearest player racing cars of the distance 
between two cars judged at said step 520 is further judged concretely by the order of steps 521a, 
522a, 523a, 524a, and 525a. 

[0111] And these five steps 521a and 522a — It is based on the decision result of 525a, and they are 
steps 521b and 522b. — It performs any of five play-by-play-broadcasting actuation of 525b they 
are, and returns to the routine of Maine shown in drawing 1 1 . 

[0112] It sets in the example and they are said steps 521b and 522b. — In the voice data storage 
section 56, story voice data 700-521,700-522 — shown at drawing 1 2 and drawing 13 is memorized 
for play-by-play broadcasting of 525b. And for example, it is constituted including two or more 
selectable data 71 0-521 A and 71 0-521 B, and the story voice data 700-521 is 71 0-521 A and 710- 
521 B. — Inside, the substitution area 800 square [ among drawing] and surrounded is included. This 
substitution area 800 is voice data substituted by a player, a ball-race situation, production, etc. 
[0113] Thus, each voice play-by-play-broadcasting actuation steps 521b and 522b — Out of two or 
more data selectable in 525b, any one is chosen at random, and it becomes an expression which is 
different at every game in order to substitute and carry out the voice output of the square and 
surrounded substitution area to the voice data according to a situation, and is natural, and play-by- 
play broadcasting with a variation can be performed. 

[0114] Especially, in this example, since five game expansion patterns are set up in a ball-race 
announcement routine and it is carrying out easy [ of two or more expression patterns ] about each, 
it becomes possible to broadcast play by play in detail the game situation of two sets of the player 
racing cars which carry out dead heat with a different expression. 

[0115] The procedure of processing of said corner routine and the example of play-by-play 
broadcasting are shown in drawing 14 . 

[0116] At step 530 shown in said drawing 11 , if judged yes, play-by-play-broadcasting actuation of a 
corner routine shown in drawing 14 will be performed (step 530b). Voice data 710-530A here 
memorized by the voice data storage section 56, 710-530B — Any one is chosen from inside. And 
play-by-play broadcasting in the corner of the player racing car which runs the top to the 
substitution area 800 of the selected story voice data by inserting in and carrying out the voice 
output of the voice data of the arbitration determined by a player, a ball-race situation, and 
production is performed. Thus, by the corner routine, since he is trying to substitute the voice data • 



according to a situation for the substitution part 800 which two or more kinds of expression patterns 
are prepared, and it is square among drawing, and is shown, play-by-play broadcasting by the corner 
routine becomes a thing different each time, and is natural, and play-by-play broadcasting with a 
variation can be performed. 

[01 17] The procedure of processing of said gall routine and the example of play-by-play broadcasting 
are shown in drawing 15 . If judged yes at said step 540, it will judge whether by this gall routine, the 
player racing car of the 2nd place is in the distance of less than 40m with the top (step 541a). When 
judged yes, play-by-play-broadcasting actuation for gall is performed in the order of steps 541b and 
543b, and when judged as Nor, play-by-play broadcasting for gall is performed in the order of steps 
542b and 543b, and it operates so that play-by-play broadcasting may be ended after that. 
[01 18] The procedure of processing of said accident routine and the example of play-by-play 
broadcasting are shown in drawing 16 . When judged yes at said step 550, three kinds of accident 
circumstantial judgment of steps 551a, 552a, and 553a is performed by this accident routine, and 
play-by-play-broadcasting actuation according to the corresponding accident situation is performed 
(steps 551b, 552b, and 553b). 

[01 19] Moreover, the procedure of processing of said production routine and the example of play-by- 
play broadcasting are shown in drawing 17 . 

[0120] If judged yes at said step 560, play-by-play-broadcasting actuation shown in step 561b of this 
production routine will be performed. Two or more junction voice data 710-561 A which expresses 
here contents other than diplomacy of a ball race memorized in the voice data storage section 56, 
71 0-561 B — One voice data is chosen at random from inside, and a voice output is carried out from 
it. 

[0121] Thus, in the voice play-by-play-broadcasting actuation of each routine shown in drawing 15 - 
16, since he is trying to substitute the contents of the substitution area 800 of the voice data which 
chose at random [ arbitration / one ] and was moreover chosen from two or more junction data 
according to a situation, a different expression at every game is natural, and play-by-play 
broadcasting which was rich in the variation can be performed. 

[0122] Moreover, whenever the pattern distinction section 52 of an example distinguishes each game 
expansion pattern shown in drawing 1 1 R> 1 - drawing 17 , the junction change section 70 turns and 
outputs the view change-over command corresponding to the game expansion pattern concerned to 
the junction image composition circuit 80. When the view location 610 in game space is set up and it 
is judged yes at step 530 so that two sets of a head may be displayed on a display, when it follows, 
for example, is judged yes at step 520 of drawing 1 1 , the view location 610 is set up so that the 
player racing car of the top who runs a corner may be displayed on a display, and a player racing car 
may be seen from the corner upper part. Since the play-by-play-broadcasting game screen 
corresponding to it will be displayed on a display by doing in this way according to audio play-by-play 
broadcasting, more real moreover, a gallery can see the situation of a game with the same feeling as 
play-by-play broadcasting of an actual Formula 1 race, can enliven a game ambient atmosphere, and 
can heighten the customer effect 

[0123] Furthermore, since play-by-play broadcasting corresponding to a game expansion pattern will 
always be performed in the system of this example as mentioned above, and it will be carried out by 
using properly the tone doubled with situations, such as a tone of quiet voice, and an excited tone of 
voice, in the voice of the announcer of a pro with what play-by-play broadcasting moreover heard, 
the ambient atmosphere of a game can be enlivened. 

[0124] Furthermore, when anything does not have the change of state of a game, by performing the 
production routine shown in drawing 17 , reading out the present ranking, performing a pit report etc., 
or carrying out for giving description of a guest etc., the same play-by-play broadcasting as an actual 
ball race can be performed, and the ambient atmosphere. of a game, can be enlivened further. 
[0125] In addition, this invention is not limited to said example and various kinds of deformation 
implementation by within the limits of the summary of this invention is possible for it. 
[0126] For example, although said example explained this invention to the video game system for 
multi-players taking the case of the case where it is made application, this invention is applicable not 
only to for example, this but a circuit ball-race mold game. That is, two or more sets of the racing 
cars 240 which each player operates are run, and a circuit ball race is made to perform on the circuit 
course 212 formed in the play field 210, as shown in drawing 21 . At this time, the detection 



equipment which does not illustrate ball-race data as shown in drawing 10 of each racing car 240 
detects, and it may be made to carry out the voice output of the play-by-play broadcasting 
corresponding to a game expansion pattern based on this detection data using a loudspeaker 62 like 
said example. 

[0127] By doing in this way, game production which tells the situation of a game as play-by-play 
broadcasting can be performed to the visitor who is doing turn waiting, and a surrounding gallery, and 
the customer effect to a circuit ball-race mold game system can be heightened. 
[0128] moreover — although said example explained taking the case of the play-by-play- 
broadcasting equipment which broadcasts the ball races equipped with CRT, such as a driving game 
and a circuit ball-race mold game, play by play — this invention — not only this but a sport, a battle, 
etc. — etc. — it is applicable to the play-by-play-broadcasting equipment of the game of various 
classes. 
[0129] 
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[Brief Description of the Drawings] 

[Drawing 1] It is the external view of the driving game system by which this invention was applied. 

[Drawing 2] It is the block diagram showing the important section of this example. 

[Drawing 3] It is the block diagram showing the detailed configuration of a junction electronic speech 

circuit 

[Drawing 4] It is the outline flowchart of play-by-play-broadcasting actuation. 
[Drawing 5] It is the flow chart of entry play-by-play-broadcasting actuation. 
[Drawing 6] It is the example of entry play-by-play broadcasting. 

[Drawing 7] It is the flow chart of the on-the-spot play-by-play-broadcasting actuation before a 
start. 

[Drawing 8] It is the example of on-the-spot play-by-play broadcasting before a start. 
[Drawing 9] It is the explanatory view of game machine data. 
[Drawing 10] It is the explanatory view of ball-race data. 

[Drawing 1 1] It is the outline flowchart of ball-race play-by-play-broadcasting actuation. 
[Drawing 12] It is the explanatory view (first half) of a ball-race announcement routine. 
[Drawing 13] It is the explanatory view (second half) of a ball-race announcement routine. 
[Drawing 14] It is the explanatory view of a corner routine. 
[Drawing 15] It is the explanatory view of a gall routine. 
[Drawing 16] It is the explanatory view of an accident routine. 
[Drawing 17] It is the explanatory view of a production routine. 

[Drawing 18] It is the explanatory view of the synthetic principle of the false three-dimension game 
image of an example. 

[Drawing 19] It is the explanatory view of a game course. 

[Drawing 20] It is the explanatory view of a play-by-play-broadcasting screen. 

[Drawing 21] It is the external view of a circuit ball-race mold game. 

[Description of Notations] 

10 Game Machine 

14 Display 

20 Game Play-by-play-Broadcasting Equipment 
22 Display 

30 Communication Link Rhine 

40 Data Separation Circuit 

50 Junction Electronic Speech Circuit 

52 Pattern Distinction Section 

54 Speech Synthesis Section 

56 Voice Data Storage Section 

57 The Main Data Storage Section 

58 Substitution Data Storage Section 
60 Amplifier 

70 Junction Change Section 

80 Junction Image Composition Circuit 



*1 

[Translation done.] 



* NOTICES * 

JPO and NCIPI are not responsible for any 
damages caused by the use of this translation. 

1This document has been translated by computer. So the translation may not reflect the original 
precisely. 

2.**** shows the word which can not be translated. 
3.ln the drawings, any words are not translated. 



DRAWINGS 




[Drawing 2] 



D 





[Drawing 4] 

















— -- ■ , 



.S300 



,S400 



S500 



[Drawing 5] 



S3I0 



.S320 



S330 




.S350 




S370 



[Drawing 6] 




[Drawing 7] 



c 



3> 



.S4I0 



3^-7 700-420 



S420 



700-430 

«o ±^ 7(7 



S430 



%7*r-y 700- 

«9 a: # 


■440 






700- 


450 


I 


Ji^V 700- 


460 




r 


( 


- r 


) 



S440 



S450 



S460 



[Drawing 201 



1 




[Drawing 8] 



is 




[Drawing 10] 



t 



* 



K 



5F 



*1 



4\ 

K 
K 

i 

h 
A 

V 

K 
4 



- I 

S 

§ 

n 



13 



J 



: I 



[Drawing 1 1] 



S520 



S53Q 



S540 



S550 



S560 



c 



N 



S5I0 




© 



[Drawing 12] 




[Drawing 13] 




[Drawing 14] 




[Drawing 15] 




[Drawing 16] 




[Drawing 17] 



-OS 

* 




2 



< 



CO 
lO 
CO 



[Drawing 18] 




[Translation done.] 



